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4 GAME SELECTION ASTKO-GKOVEK 

SESAME STREET 1 “2-3 contains two different games, 
A stro-Gro ver and Ernie’s Magic Shapes. To choose one, 
follow these steps. 

Look, up in the stars! Is it Little Bird? Is it a Twiddle hug'? 
No...it's Astro-Grovcr! Help him count the Zips as he welcomes 
them to planet Earth. So, if you’re ready Ibr fun, lei’s gel started! 

Object of the Game 
Count, add and subtract The Zips from the planer Zap while helping 
Astro-Grover welcome them to Earth. 

* Insert the Game Pak into your Nintendo Entertainment 
System, 

* Turn on die power. 

* The Main Menu appears. Press the black arrow key button 
to choose one of the games. Then press the select or start 
button to begin play. 

NOTE: To return to the Main Menu and select the other game on this 
Game Pak, press the reset button on your Nintendo Entertainment 
Sy si cm. 

Parents: Astro^G rover provides your children with a lun way to 
use these basic ski s: 

+ Number/numeral correspondence 
* Counting 
* Addition and subtraction 
■ Number pattern rccogniti on 

When you play Astro-Grover with your child, you can reinforce these 
skills by talking about the game as you play. Encourage your child to 
point and count each Zip and say the total out loud. Say things like, 
"How many Zips arc there now?" or "Arc there more or fewer Zips than 
the last turn?" 
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Astro-Grover contains five different games. They arc: 

1 
How Many Zips Counting 

Counting 
Addition 
Subtraction 
Addition and subtraction 

Beam '[liar Number 
Adding Countdown 
Take It Away, Zips! 
Stun Up, Sum Down 

To choose one of these games, follow these steps, 

* Press the black arrow key button lo move Astro-Grover 
and select one of the games, 

* [lien press the select or start button u> begin play, 

NOTE; To return to this Menu from within an Astro-Grover game 
press the black select or start button on your controller. 

Press after To select a game 
from the menu 
screens, or return 
to the 
Grover Menu 
from wirhin the 
same. 

To select 
a number on 
the number 
line. 

a number is 
selected on the 
number line. 

!? 
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Blast Off 

LEVEL 1: How Many Zips 

Object: Count the Zips and watch them build the beautiful city. 
A shiplul of Zips whizzes onto your screen. Whoosh! Zoom! When the 
ship slops moving. Zips will scoot out, They will zoom to the center of 
the screen and flash to creel you. 

Point lo each Zip on ihe screen. How many do you see 

* Use the black arrow key button to move the bo\ and 
place it around the correct number. 

* Press either red bullion {A or ft) when the box is on the 
correct number. 

V 

Oops! If you press the wrong key, that's okay, A strop a I, You have 
as many tries as yon need to get il right. Count the Zips and press the 
arrow key button again to select another number. 

ASTRO GROVER 9 

After a correct answer, the Zips build one part of the city. Then, a 
new ship of Zips fly our for you to count. Count five groups of Zips 
in a round to build the entire city, and you're a real whiz] 

LEVEL 2: Beam That Number 

Object: Match the number on the screen with the correct number of 
Zips inside A stro-G rover's Astro beam. 

Aslro-Grovcr is ready lo send a spaceship into orbit. Hut, he first must 
find the number of Zips on the spaceship. How will he do it? He needs 
your helpr 

Look at the number inside the spaceship. Watch the beam move, 

* When the number of Zips within the beam matches the 
number in the spaceship, press either red button (A or B), 
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* If the number of Zips within the beam does not match the 
number in the 
111 is will make the beam move again! 

You must make four matches to send the ship all the way into outer 
space and complete the round. 

LEVEL 3; Adding Countdown 

Object: Count each group of Zips that appears on the screen. Then add 
the two groups to get the lota! number of Zips. 

The Zips are ready to return to the planet Zap. But only you can beam 
them aboard their ship. Get ready* Astropal! 

Use the black arrow key button to move the box and 
place if around the correct number. 

Press either red button (A or B) when the box is on the 
correct number. 

the black arrow key button. 

Zowie, you got it[ The Zips will zoom onto the launch pad and the 
correct answer will flash in the sky. 

Now* look again. The second group of Zips has just zoomed on the 
screen. How many do you sec in the second group? 

" Use the black arrow key button to move the box and 
place it around the correct number. 

* Press either red bution (A or B) when the box is on the 
correct number. 

The first group of Zips scoot out and are flashing on your screen. How 
many do you see? 
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The second group of Zips will fly to the pad and the number will 
Hash in [he sky again. 

Add the two numbers on your screen. 

* Use the black arrow key button to move the box and 
place it around the correct number, 

* Press either red button (A or ft) when the box is on the 
correct number. 

Watch the Zips zoom up in their ship, and look out belowE You've built 
one pari of the city! There's a new group of Zips awaiting your orders. 

When you get the right sum five times in a rows you'll get a new 
rprise. So. look sharp and keep adding. Add up all the Zips in a 

round and you've built one Zap-happy city! 

Five correct answers will send the ship home, build the city and 
end the round. 

LEVEL 4; Take It Away, Zips 

Object: Count the Zips that appear on the screen. Then subtract the 
number of Zips that leave and figure out how many Zips are left? 

The Zips are out for one last blast before they zoom back to Zap, 
They're ready for a stellar spin, but [hey need your help. 

Whoosh! A fleet of Zips lands on the screen. How many do you see? 

* Use the black arrow key button to move the box and 
place it around the correct number. 

* Press either red button (A or B) when the box is on the 
correct number. 

su 



AST RO-GRO V ER 14 

Good work, Spaeemate! The correct number will appear under the 
launch pad. What's happening to the fleet? Sonic of Ihc Zips fly to 
the right and flash to lei you know that they're ready to go! 

How do you launch them? Count those flashing Zips. 

■ Use the black iurow key button lo move the box and 
place it around the correct number. 

* Press either red button (A or ft) when the box is on the 
correct number. 

The number will appear under the pad and those Zips will zoom oil 
into orbit! But. you're job is not done. In fact, it s just begun. 

5 ASTRO-G ROVER 

How many Zips arc left? 

* Use the black arrow key button to move the box and 
place it around the correct number. 

* Press either red button (A or B) when the box is on the 
correct number. 

Yon got it. The number will appear on the screen and you ve built one 
part of the city. Before you know' itT a ncwr fleet of Zips will beam down 
to you. 

Five correct answers will send the ship home, build the city and end the 
round. 

LEVEL 5: Sum Up, Sum Down 

Object: Find Lhe right combination of numbers to equal the number on 
the ship. 
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Time s almost up. Thu Zips must leave their buddy, Astro-Grovet 
and go home Lo Zap. Before they go, the Zips will fly down to say 
"Good-bye, it's been a blast." Can you couni the Zips before they 
teach the city? 

There are three beams on the screen. Bach one has a number in it. Now 
look at the number on the Zips's ship. Look at the numbers on the beam 
bases. Can you frnd the right combination of numbers lo add up to the 
number on the ship? Look closely. There may he more than one right 
answer And, sometimes you may have to select a number more than 
once. 

Find the numbers that add up to the number 
up and saves that number of Zips. 

the ship. A beam shines o 

ASTRO-GROVER 17 

U se I he black arrow key button to move t he bo * and 
place it around the correct number. 

Press either red button (A or B) when the box is on the 
correct n u mber. 

The sum of the numbers you pressed must equal the number on the 
ship. If it is less or more than that number, the Zips will move down the 
screen. Try again. 

Four correct answers will send the Zips home to the planet Zap. 



ERNIE'S MAGIC SHAPES IS ERNIE'S MAGIC SHAPES-KEY SUMMARY l‘> 

Ernie s Magic Shapes provides a playful setting in which children 
practice vi.sua! discrimination, an important preschool skill. Ernie gently 
points one mistakes, while his infinite patience and the delightful antics 
of his bunny provide reinforcement and encouragement. 

Object of the Activity 
Match the colored shapes 
that appear on the table. 

J / ■ 

Select Start 8 

that appear above Ernie's head with the shapes \ i 

t Parents: Ernie's Magic Shapes provides your children with a . 

practice these basic skills: way to v 

Shape recognition 
Shape and color matching 
Identifying embedded figures 

When you play Ernie's Magic Shapes with your child, you can 
reinforce these skills by talking about the game as you play. Encourage 
your child to point to each shape, trace it on the screen and say its name. 
Ask questions such as, "What color is that triangle?" or "How many 
red squares are on the screen? 

Press when the 
s match. 

To select a game 
from the menu 
screens or return to 
the Ernie's 
Magic Shapes 
Menu from within 
the same. 

To make 
■ > 

Ernie place- . 

a new shape 

rp 
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ERNIE’S MAGIC SHAPES 1\) 

Ernie s Magic Shapes contains six 

* Introduction 
* Presto Shape-O 
* Abracadabra... Colors I 
* Zip Zap iJic Shapes 
" Pool Pop the Colors 
* Shazam! More Shapes 
* TaDah! What a Figure 

To choose one ol' these games, follow these steps. 

* Press the black arrow key button to move Ernie and 
select one of the games. 

* Then press the select or start button to begin play. 
The appropriate game screen will appear, 

NOlEr To return to this Menu from within Ernie's Magic Shap 
game, press the hlack selector start button on your controller* 

games. They arc: 

Match the shapes 
Match the color 
More shape match!ei 
More color matching 
Harder shape matching 
Hardest of al I 

LT 
£" 
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Magic Time! 

Before you can play Ernie's Magic Shapes, you have to decide how 
hard you want your game to be. Each level is designed to be more 
difficult than the last. Choose your level and you'll be on your way! 

IPs Magic 

Who is that on the screen? 
magician! When Emic raises his arm, POOF, A shape picture appears 
above bis head. 

What's next? When Ernie turns and waves his magic wand, ZAP. A 
shape appears* Now comes your job. 

Take a look at the shape. Is it the same shape and color as 
one of the shapes in Ernie's picture? 

It's your old buddy Ernie. He s become a 
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Caleb me Match [ 

Press cither red button (A or B) if you think that (he 
shape on the table matches or is a part of Ernie's picture. 

i 

i H - 1 

i. L . ■ l 

picture when you are correct. 

Oops! 

It you pressed a red button, but the shape on the tabic is not in Ernie’s 
picture, your buddy Ernie will tell you that you made a wrong guess. 

Press the black arrow key button to get a new shape 
when you make a wrong guess. 

When you do..POOR Ernie sends (he shape away and a new shape 
will appear. 

23 ERNIE'S MAGIC SHAPES 

Shape s, Away [ 

If you decide that a shape on the table is not a p;irt of 
Ernie’s picturet press the black arrow' key button. 

In a flash, Ernie will wave his magic wand and zap away the old 
shape, and make a new one appear, 

Yikes, you goofed! You pressed the black arrow key button when a 
shape was in the picture. Don't worry. Ernie will bring back that shape 
later and you can choose it then. 

Get the Pic I ure? 

watch those shapes carefully. When you match all of the shapes in the 
picture, Ernie's magi 
Then, Ernie will wave his magic wand and both shape pictures will 
disappear. Presto! You are ready for a new challenge. 

■ H ■ 
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COMPLIANCE WITH fCC REGULATIONS 2 4 

This et|Lii|i i nent ge iterates mui uses i y frequency energy and it noi installed and used 
properly. (11ill is, in, stricl accordance with the manufacturer's instructions, may cause 
interference to radio and television reception, tt has been type tested and found to comply 
with the limits for a Class B computing device in accordance with the specifications in 
S u bjccl J of Part 15 of I ■(7C R ules 
ajtainsi such interference in a residential installation. However, there is 
interference will not occur in a 
inter fete nee to radio or television reception 
equipment off and on, the user is encouraged to fry to correct the interference fry one or 
more of tlic following measures; 

which are designed to provide reasonable proiecllon 
no guaraniec that 

particular install alien. If this equipment docs cause 
which can he determined by turning, the 

Reorient the receiving antenna 
Relocate the KBS with respect to the receiver 
Move the NES away from the receiver 
Plug lhe NES into a different nutlet so that compiler anti receiver arc on 
different circuits. 

If necessary 
technician for additional suggest 

by die Federal Comm u me at ions Commission helpful: How to Identify ami Resolve Radio 
rl V Interference Problems. This booklet is available from the L’.S- Government Priming 
Office, Washington* DC 20402* Stock No, 004-00&-00345^4. 

the user should consuli the dealer or an experienced radto/tclevision 
inns, The user may find the following booklet prepared. 

25 90-DAY LIMITED WARRANTY 

Mi Tech Expressions™ ^'amnns id ch€ original consumer purchaser ihut ihi: Sernar# Streti J-2-J 
CLimc P;ik (MPAKM> (nut including Gumc P-nfc Accessories Or KuhtiE Acct^sOiies) .shull be !ree I'nim 
detects in material and workmanship Eor a period of 90 cJliy^ from ihiie of purchase. 

I'm receive Hris warranty; 
], LX) NOT return your defective Game Fak to the retailer. 

, Notify I he Hi Tech Expressions C! i l k t runer Service D^pjrtmenL u\ die prublertt iwiU-fring. 
wpmincy sendee by calling 1 -112-^*11-070?. Our Cuslcmier Service Depart rocnl in 
opcraticm from 10:00 A.M. Ra 4:00 P>T. Eastern Standard Time, Monday thnniEJi Friday 

3. If Ihc Mi I'LMrh E^ptl’hsioii^ sendee representative is nnnhLc 1o ^hIvll ihc pnih-lem by phuivo, 
he vnj] provide you wiih ^ Return Authorization number. Simply record I his Humber oil il^O 
nuIsLdc- oi ihc packaging of your defective PAK FREIGHT PKFPAIlJ ANII INSURE4!]) 
FOR L^OSS Ok DAM AUK, lugellicr with your sales slip or similar proof-of-purchj.w: and a 
brief description of your problem wish in the W-day warranty period io: 

HT TECH EXPRESSIONS 
Attn: N CiiKiomer Service Department 
5K4 B mud way P Suite I IDS 
New York, NY 10012 

[f oui technician determines thaL Lhu Game Pyk as detective, we will replace ic or -refund your 
purchase pnee id our option, 

Warrnnly IA m i tut to n si 

any applicable, imfi ji:ij warr-ranties, including warranties of merchant a muTY and 
l:n-NE3S H.}R a PARTICULAR FURPOSE, ARE HEP BUY MMITElU TO NINETY DAYS FROM Tl II: DAI E OF 
PURCHASE AND ARE SUBJECT TO THE CONDITION SET FORTH HEREIN.. IN NO EVENT SMALL, 111 TECH 
EXPRESSIONS BE LIABLE FOR CONSUL Jfihm AL OK INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTEES. 




